This noteBoo/^chronicles 
my quest to save the Last 'Dragon. 
The journey was dangerous and (ong, yet I met 
many good people, and the memories will linger. 
I love SimSala as if it were my home. 

fet evil persists there. I fear that 
someday I will have to leave pandora 
and journey there once again. 
Perhaps this notebook 
willSe of value then. 




cAmscC 



gtes on the Journey toSitn6aih-3 



I -—-/I o commence Dragonwokjld on the Apple 
* / series 

Load tFte program by inserting Side One into the disk drive. 

Turn the computer on. 

And, on the Commodore 

Before loading, disconnect all peripherals except tixe disk drive. Turn 
the computer on . Insert Side One into the disk drive, and enter: 
LOAD "DISK", 8 

Learning of New Features 

Before anything e£se, enter NEWDATA. This will allow one to see 
descriptions oj any features in Dragoxworld which were added to 
the game after this notebook was written. 

Selecting the Means of Following the Quest 

1. Enter KEYBOARD in order to use tlte keyboard. If a joystick is also 
available, enter JOYSTICK. No sefection wiff cause the program to 
select the keyboard automatically . 

At any point in the game, enter KEYBOARD or JOYSTICK to change 
from one means to the other. 

2. Choose wfietfxer or not graphic images- of the quest are desired. 
Enter PICTl'RESON if pictures should appear along with the text 
or PICTURESOFF iftetf only is desired. If no selection is made, 
pictures will be provided automatically . 

This feature may be changed at any time during the quest. 



\ It is now time to begin Dragonworld. Consult the follow- 
ing pages on "The Language of Simbala. " Also, six special 
commands may be used now or at any point in Dkagonworld. 

The first command: CREATE 

Use this command to create a Save Disk. If a fatal accident occurs, the 
Save Disk witt grant the victim the opportunity to RESTORE {see 
explanation following) , and resume tfte quest from a point prior to the 
fatality. Thus, when danger is imminent and death likefy, or when a 
later return to a point in the quest mav be desired, that point should be 
"saved," or recorded, onto the Save Disk (see the SAVE command 
description, following ) . 

In order to create a Save Disk: 

1. Enter CREATE. 

2. Tfte computer will read: PLEASE INSERT A BLANK DISK. 

3 . If there is one disk drive: Remove tfte game disk and insert a 
blank disk. Enter L Tfte program will then format the blank disk 
you have inserted. When the disk drive light qoes off, the Save 
Disk should be removed, and Side One should be inserted. It is 
now time to proceed with the quest. 

If there are two disk drives: Insert tfte blank disk into the 
seconddisk drive. Enter 1. The program will then format the disk. 
Tfte Save Disfc may be fe/t in tfte second disk drive tftrougftout 
tfte quest. 

Beware: Tfte program will erase any contents of a cfisk tftat is being 
formatted as a Save Disk. 



The second command: SAVE 

Use this command to save points in the quest to which there may be a 
need to return. To do this: 

1. Enter SAVE. 

2. The computer will read: PLEASE IN5ERT TOUR SAVE DISK. 

3 . If there is one disk drive: Remove tfte game disk, insert the Save 
Disk, and enter 1. Sefect the number of the next available position, 
or rename a position tfiat was used earlier. Name tfte present point 
in tfte quest (up to ten characters). Finally, remcrve tfte Save Disk, 
insert the game disk, ami resume tfte quest. 

If tfiere are two disk drives: Enter 2. Select tfte num6er of tfte 
next available position, or rename a position used earlier. Name 
tfte present point in the quest. The quest will then resume 
automatically. 




The third command: RESTORE 

Use this command to return to a point in the quest previously saved. 
First, when an unfinished quest should be resumed: 

1. Load the program as usual by inserting Side One into tfte disk 
drive. 

2 . Enter RESTORE. The computer will read: PLEASE INSERT THE 
5AVE DISK. 

3. Foflmv tfie instructions, aruf sefect a quest point from the fist. Tfie 
program will move to that point, and the quest may be resumed 
from there. 

Second, for when a fatal accident calls for a return to a saved 
point: 

1. The computer willask: DO YOU WANT TO PLAT AGAIN? 

2. If there is a desire to return to a saved point, enter RESTORE. 

3 . A message will indicate that the Save Disk should be inserted into 
the proper disk drive. 

4. Select a saved point from the list. The program will move to that 
point in Dragonworld. 

The fourth command: RESTART 

Tfiis command grants an opportunity to return to the beginnim] of the 
quest and start again. 



The fifth command: ACTION 

This command should be used to practice any of the action 
games that will be encountered during Dragonyvorld. The 
consequences of your practice will not affect the quest. 

Enter ACTION to see a fist of these action games: 

Bogs and Bats -Shoot ad the bats, whether large, medium, or 
small ones, that attack in the swamp. Beware that the largest 
bats will shoot firebalis at the Chester, while the medium and 
small ones will simply swoop from above and hit. But, don't 
shoot the largest bat at the end—it will carry one to safety. 

Maze of Madness -Successfully traverse the labyrinth of pit- 
falls and corridors. Avoid falling over cliffs or the maze must be 
started again. The ladders slant in one of two different direc- 
tions; either group of (adders might disappear at any moment, 
causing the quester to fall and lose the way. 

Dragonstones -A popular diversion in Simbala, it is played to 
win money: talmas may be collected by choosing stones of the 
right color. To gamble, first pay fifteen talmas , or obtain credit 
for that amount from the proprietor. At each level of play (there 
are four), there will be two colors of stones, one the winninq 
color and the other the losing color. The object is to catch all of 
tfie dragon's stones of one color. If you choose the winning color, 
and successfully catch just those stones, you will win tafmas. 
If you successfully catch only the stones of the losing color, a 
consolation will be offered- catch the stone of the small dragon 
flying across the screen and you will be able to take home severaf 
more tafmas tfianyou began with. 

Use the I,), K, M keys when using keyboard controls. Use the 
space bar to fire (if necessary) . It is possible to return to the 
quest after playing any of these games, simply by pressing the 
Return key. 

The sixth command: QUIT 

If tfiere is a need to abandon the quest without saving it, enter 
QUIT. Tltis command may also be used in the event of a fatality, 
if there is no desire to restore a saved quest. 



^Tfie JLarynage 



CI ustoms of the Language 
Speech white in Simbala should consist of succinct, precise 

I commands. A verb (FEED, SEARCH, TAKE) should always 

start the command; and a noun, whether a person, a place, or a thing 
(HAWKWIND, BAZAAR, SWORD) , should follow the verb. The word 
THE may be used before a noun (TAKE THE SWORD) . 

Multiple nouns should be separated from each other by means of a 
comma or and, sue ft as: 




Several separate actions may be included in one command, but actions 
must be separated by a comma or the word THEN. If, in a string of 
actions, a noun is repeated, tfie noun may be replaced with IT. For 
example: 

TAKE THE BOOK THEN READ IT 

TAKE THE BOOK, OPEN IT, THEN READ IT 

OPEN THE BOX AND THE POliCH, THEN CLOSE THE DOOR. 

TAKE ALL will result in all articles being taken. Instructions should be 
specific and logical. HIT THE NAIL may elicit the response WITH 
WHAT? Complete the commani: HIT THE NAIL WITH THE HAMMER. 

A Be aware that instructions for complicated tasks should be entered in a 
logical order. For instance, one cannot set sail in a 6oat without tfte 
command UNTIE ROPE. Likewise, if one enters UNTIE BOAT 6efore 
ENTER BOAT, the boat will certainly drift away, leaving the traveler 
on the shore. Also, if it is necessary to BOARD A RAFT, be sure to GET 
OFF RAFT 6efore trying to explore new surroundings. 




I rrant Speech 

j Commands that make no sense in Simbala - if they appear 

impossible, if they employ objects not at hand, if terms art 

foreign or of another land- will elicit a response advising the adven- 
turer to think again. Upon such a response, a different phrase should 
be tried. 



C~| onversinq with Friends and Strangers 
To speak to anotfier person or creature in DRAGONWORLDj 
i simply enter TALK (name) or ASK (name), as in 

TALKTOALYN 
ASKALYN. 

if a person or creature speaks, respond to them by entering the remark 
as any other command would be entered: SAY NO. It is not necessary 
to add quotation marks ("NO"). 

A new acquaintance might have information that would be of value, 
and might ask "Wftat do you want to know?" Answer with a state- 
ment that begins with ASK ABOUT. Name the topic of choke. 

Questions to those who know of the future may bring pearls of wis- 
dom in response, 6ut may also need recompense. 

Finally, when the help of Hawkwind is needed, enter ASK HAWKWIND 
or TALK TO HAWKWIND. 



cplenishinq Funds 

There will also appear, with the list of possessions, a tody of 
the money remaining to be spent. If funds are depleted, con- 
sider visiting the Gaming House in the Bazaar, where the game of 
Dragonstones (described in the section named ACTION) may be 
played for tafmas, the coin of the realm. The games may be played as 
often and for as long as desired. 




/"I nves it iqa t i mj tfie Surrourufiiujs 
Move ofiout in 5im6a(h fry enteriruj directions as full sentences 

I (GO NORTH, GO DOWN) , specific directions (SOUTH) . or 

a66reviations (SW, NE, W, E, and so forth). UP and DOWN may be 
abbreviated U and D, respectivefy. 

Should the surroundings need to be explored, enter SURROUNDINGS 
(SURR) or LOOK (L). A description of the environment will 
appear. For further details about any given item, enter EXAMINE 
(name of item) or INSPECT (name of item). 

Keep at hand the implements for map-making, in case there is risk of 
losinq the way. 



ossessions 

' [J To ofrtain a compfete list of possessions -mone\ , l weapons, 
provisions -enter INVENTORY (I) . Study the list and inspect 

unfamiliar possessions closely. For a description of any chosen item, 

enter INSPECT (item) or EXAMINE (item) as above. 



The Dragonpearl and Other Special Powers 
Five times in the course of a quest -and only five times -the 
Dragonpearl may be invoked. This Dragonpearl is a magnifi- 
cent opalescent stone which contains tfte memories and perceptions of 
the Last Dragon and those tftat came 6efore him. The holder of the 
Dragonpearl possesses great power, iixcluding the ability to be restored 
from the dead. Use this power wisely. Enter DP when tfie aid of tfte 
F)ragonpearl is sougftt. Tfte quest wiUbe resumed in a different, safer 
place. 

Also, seek Hawkwindat his home early in the quest; his counsefwiff 
be invafuaiife. 



Wordfist^ 



VERBS 

Agree 

Aid 

Answer 

Apply 

Argue 

Ascend 

Ask 

Attack 

Bash 

Bend' 

Bide 

Bite 

Bfow 

Board 

Borrow 

Breafj 

Breatfi 

Breathe 

Bri6e 

Burn 

Buy 

Caff 

Carry 

Catch 

Chase 

Choose 

Ctaw 

Cfimfi 

Close 

Comfort 

Console 

Consult 

Continue 

Cook 

Count 

Crawl 



Der infu*r 


Go 


Open 


Slide 


rii' c i* i* \i a 


Greet 


(>der 
v. * p in. * 


ij r r . i \ . i l 


ucstro)' 


("■iiiird 


1 uv 

J 


i'UU I IU- 


Dia 


Hac£ 


Pick 


Speafi 


rnc^fti hnfv 


Hanfl 




Ctwwin 

l/VI wlH 


Dismount 


Hefn 


Pfm> 


*\m"i ii t It* 


Dive 


Hit 


Pour 


5tand 


Don 


Hold 


Present 


Start 


Drcuj 


Hook 


Pry 


Steal 


L '1 I Hr. 


Hug 


Puff 


Surmuiuiituis, Suit 


Drop 

Lflt 


Hurt 


Purcfuise 


Sv\'im 


Hurtle 


Push 


Sivinq 
i 




Insert 


Put 


Tflfa 


I" tiintv 


Inspect 


Raise 


TflK 




Inventory, Inv, I 


Read 


Taste 


r SAIM 


Invoice 


Refuse 


Teff 


F yn tti i h c P 1* 


Jump 


Refease 


Thank 




Kiss 


Remove 


Throw 


Explore 


Knocfc 


Repair 


Tie 


f v-fitinut'sn 


I and 


Repay 


Topple 


Fandora 


Lash 


Rescue 


Toss 


Fasten 


L.OSSO 


Return 


Touch 


Fifttr 


I nun ft 


Rc\'erse 


Turn 


r ctu 


I il 1 1 11 C M 


Ride 


Unfasten 

j 


Pi /i fit 


uGUlf 


Riuq 


Unfold 


r isn 


L.CUVC 


Rope 


Uufurf 


r It 




Run 


Uufioofe 


rue 


I triAt 




Unlock 


rfnn 

r Uiq 


LA'U'l 


*>cT(imftle 


Unmoor 


I lUIilC 




Send 


Untie 


Flee 


Love 


Set 


Use 


tfy 


Lower 


Shatter 


Wait 


Follow 


Make 


Shout 


Wave 


Free 


Mount 


Show 


Wear 


Get 


Mow 


Signal 


Wet 


Give 


Offer 


Sit 


Teff 
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VERBS 


r ■ f 

Decipher 


Agree 


Descend 




Aid 


Destroy 


Answer 


Dig 


Apply 


Disembark 


Dismount 


Artjue 


Dive 


Ascend 


ASR 


Don 


AttOCK 


Drag 


Basil 


Drink 


DL'Ua 


Drop 


Bute 


Eat 


Bite 


Ftnhxace 


Blow 


F mntv 

l jl l IL'l > 


Board 


Fnti*r 


Borrow 


Escape 




Vjcamvie. Lx 


Breath 


Frit 

(.Alt 


Rt*i*itl It i» 

nituiiit 


Explore 
r 


Bribe 


Fjtt i ruiu is ft 


oum 


Fandora 


DU\' 


Fasten 


/-«fr 
Call 


Fi'ar 


Larry 


Feed" 


Catch 


Fight 


("Una* 


Fish 


Choose 


Fit 


Claw 


fix 


1 1 1 rut) 


Flag 


Close 


Flame 


L-Omjon 


Flee 


Console 


Flv 

y 


Consuft 


Follow 


Continue 


Free 


Cook 


Get 


Count 


Give 


Crawf 





Go 


( ")pph 


urcei 


L'raer 


Liuiiru 


ray 


Hack 


l ILK 


Hana 


Pfnrp 


rieip 


Dim i 

way 


Hit 


i our 


Hold 

I i cut 


iTcicnt 


Hoof? 


Prv 


1 1 U*J 


Pllff 
1 UU 


Hurt 


Purchase 

L 141 t* l*4»*k. 


Httitfe 


Push 


Insert 


Put 


inspect 


Raise 


inventory, Inv, I 


Rearf 


invoke 


Refuse 


Iuftip 


Release 


N1S5 


Remove 


Knock 


Repair 


[ nun 


Repay 


Lash 


Rescue 


1 nccn 


Return 


I iiimfi 

LUUUIt 


Reverse 


Launcn 


Ride 




Rinq 


Leflve 


Rope 


r id 


Run 


i t.iiit 
LUjnt 


*.*uy 


Loan 


*s(~r/i tti /id* 
v'l 1 Ull ll»U. 


LOOK 


OLIU4 


F (TVf 


Set 


Lower 


Shatter 


Make 


Shout 


Mount 


Show 


Move 


Signal 


Offer 


Sit 



SOcfe 

5nwsh 

Soothe 

Speak 

Spread 

Springe 

Stand 

Start 

Steal 

Surrouridiiujs, Sun 

Swim 

Swing 

Take 

Talk 

Taste 

Teff 

ThariK 

Throw 

Tie 

Topple 

Toss 

Touch 

Turn 

Unjasteii 

Unfold 

Uufurf 

Unhook 

Unlock 

Unmoor 

Untie 

Use 

Wait 

Wave 

Wear 

Wet 
Tell 



NOUNS 

Alchemist 

Akmbk 

Afyn 

Amber 

Arm 

Armor 

Armorer 

Arrows 

Artwork 

Assassin($)('s) 

Ave 

Back 

Bar(s) 

Beach 

Bear 

Beggar 

Be(((s) 

Belonqinqs 

Blackstar 

Board 

Boat 

Boofc(s) 

Boulder 

Box(es) 

Branch 

Break 

Breaths 

Bribe 

Busfi(es) 

Cage 

Castle 

Cauldron 

Cenotaph 

Chain 

Chamber 

Chest 



L flute 


l-'UJiC 


nil 


iVUiu'illict 


Lily 


I . 1 IA 1 i 


l Jim 

ruin 


\ A it »i 
IVIUH 


rtittc 
Ulp 


Liny I lUL'tulU 


n OUT 


\ -1 tin 

iviap 






I ll'l'K 


Vteiiu 

IVIC'IU 


L I'lUf 11KL 


f~i fU7**rc 


1 ILH 11 


Y-f i rrflW s I 

1 VI 11 I VI l J / 


Conch 


Fire 


Horsels) 


Mont 


f i^TTt i iiiii i i »-i 

L orniiiuUfN 


F l II L'iUL t 


I III 1,111 1 in 1 

i uveniory 


\ 1 rtW/lW M 
iVH'FUUtil 


uovcr 


Puim#/ >: 1 

i mi i it i j / 


1 c/dltn 
I Mill Ul 


IV li'llC > 




FfntP 
i in it. 


I MCI 




On ft 


Tori' st 


Iviin.' 

I rwl v 




Crypt 


tone, lunula 


|lUu' 


Moonciystiu 


Cr\'5lflf 


I Ul I UK l 


i " 1 '.' f 1 1 


iVtUMIll 


Cupola 


1 i 1 u ■ 


NUiuUTMl 




Lure 




ixcy 


^ 'Ul [ 3 / 


f 'Utf t |t 1 




IXllf t 


( "Vriin 

V L L l 1 I 


Dun i unr 


(7trf 

VI III 




fjltttfltffti 
Villi 1 ' III »L 




tlfn<z 


k'l i I n 


PnA/ffpi cl 

1 lUttUCld / 


L'lflmOTUl 


Wl U||U l 


I iii 1 1 ^ i 


r*n lii re 

1 UIUU 


Dnnrt <1 


( J mom 


1 CftVl*^ 




Ononvav 


Grnntinq 


Ligftt 




i ' 1 llljl' J I 


Guard(s) 


I IVl'T* 




Draqoru^aru: 


Hammer 


Loan 




Dragonmount 


Hand 


Locfc 




Dragonpearf, DP 


Hawk 


Loqs 




Draqonsblood 


Hawkwind 




/ 


Draqoruscafc 


Help 
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Passage 


•>Keieton 


I oi in 


I ULt 


Stiff 


1 01 frUUtU'l 


i fluent 




i rapaoor 


Pl7A MfM t 
1 U}'ll It'll 






I tOplt 


OlKTtlLSUVCr 


J UniTU] [Oik 


I'M I I r\c i\M(l i*rl ' t» 1 

i ruiciscypncri * / 




I UJTCt 


1 'ill ft* 1 1 ■ 


.Spikes 


LiiuefDnisn 


1 1 1 L t \ > ) 


Cnf ittl 

opum 


Vados 


fit 




Vnuft 
V mm 


1 uitc 


■Cf fi tre 
OlUirS 


K IflCS 


Pfrtnfc 

I iU'UV 


•_*lUll \\ u\ 




Pin (Die 

l IUU 111 


c'lUll \\ III 






oturSvt urtl 


1 ••"111 1 lllil 

Y'O limit 


I oa(s; 


statue 


wall 


l 'iT I* Till 1 »* t /% • 1 *" 


o tone (5 ^ 


rv amor 


I Ot 


Mu JJ 


vv mer 




Stuttin 


* V Ult 1 jUll 


i'OUCU 


.Supp ties 


Wealasmatt 


f 'fl Mi".' 

1 1 1'U.t 




VV ctllo 


Rah 


Sworcf 




K (TA 1/1*1 


Table 


Windriders 


R inn 


Tablet 


Winds/up 




Tailor 


Wine 


Room 


Talma(s) 


Wineskin 


i\i/i/c i at 


Tanqleweed Wolf{'$) 


iWVVl'l.'Ul 


Tanium 


Woman 




Tanna 


Wood 


Snlw 

. 'Hi i t 


Tasrau 


Xyloplwne 


ScQ.lt? 


Thatos 




Spa 


Thief 




- 'LIU 


Thieves 




.Sentry (ies) 


Thu\qs 




5(xa/t5 


Throne 






Titanium 




.Ship 


Tooth 




Shore 


Topaz 





DIRECTIONS 


FUNCTIONAL 


uown, a 


COMMANDS 




Eait, E 


/Vv i IL/JN 


In 




North, N 


1 ' 1 . 1 I ' 1 '- 


Northeast, NE 




i\onri\vest, nr 


NEVA 'DATA 


Out 


PICTURESOFF 


SoutA s 


PICT11RESON 


5outheastj ^E 




5outnvve5t, .SW 


RESTART 


^\*irnming 


RESTORE 


Throuqh 


SAVE 


Up, u 




West, W 





MISCELLANEOUS 

And 
Back 
But 

Embossed 
Larae 
Locked 
No 

Slopiiuj 
Small 

Sang & Daixce (S&D) 
Steep 

Then 
Untitled 
While 
Yes 



< J\[gtes to Aid the Quests 



Island PAUT 

Windship UCP3 

Swamp PGB 

Thief JRMURFY 

Kum TRPJD 

Altar ERBTXP3AT 

City TRKYD 

Dark Cell ERBTMRK3 

Alchemist I3T PCBI MRRBJPFOYAN UGPBAJ3 

Tailor 2JR4NO 

Tavern TAT3XNRRE 

Armory XNRRE 04RPE 

Library XP3AT ERRP EPRL 3BJFJNRL3ECA 

Cenotaph URPT 

Drawbridge ANNJR4NO 

Meeting hall TRKYD 

Lead Celt LDCNRORLD3PO 

Strong Room CKRPF Rayan Clearing 4AY3P 

He^eMaze AKRCE Waterfall H343NO 

Mosaic X3AP Walls JNCMX 

Treasury CKRPF Lava PCBJ 

Bottom of Lafie 04CM Wheel YGPB 

Island UNGY3 Cupola LGNNGLPRL3 

Platform OYAP04RPE 

Dragon OAF 'TAPTB30Q U3APO TD3 IINAM3" 
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